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CHAPTER 5 +¢ THE ALPHA BUNKER MISSIONS 


MISSION 1: BRAHMIN WOOD 


This first mission is played with just three Brotherhood of Steel (BOS) soldiers. In 
addition to your own character, you'll command a sniper (Farsight, Level 1 Initiate 
like yourself) and medic (Stitch, Level 2 Initiate). Your progress through the mission 
is clearly marked out on the mission map (see Figure 5.1). It’s certainly possible to 
reach the conclusion of this little jaunt without anyone getting seriously wounded. 


Area’ Bunkhouse 
Guardhouse Tite Ruins 
Building Raiders’ 
Guardhouse Headquarters 


FIGURE 5.1: Brahmin Wood 


Official Mission Objective: Eliminate the Raider leader. While you're at it, 
kill all the Raiders, liberate imprisoned villagers without any getting killed, and 
gather all loot. 


The Situation: This is a daylight mission; you have no choice in the matter. 
You'll work your way through a maze of houses, tents, ruins, and interlocking 
fences. There's only one way to get through the map, so don't waste time look- 
ing for magic shortcuts. Pick up all weapons as you move on, outfitting each 
character as recommended in Chapter 3. 


MISSION 1: BRAHMIN WOOD 


The Opposition: Around 30 Raiders stand in your way here, along with half a 
dozen dogs. Enemy armament includes a variety of pistols, shotguns, hunting 
rifles, and Uzi submachine guns. A few Raiders have melee weapons only. 


Suggested Squad and Equipment: You have to make do with the two BOS 
soldiers allocated by the powers that be in the inaugural mission. The same 
goes for the equipment, though you can exert some influence by the choice of 
your tagged skills (see Chapter 3 for details). Consider choosing Doctor as a tag 
skill. your character comes equipped with extra "meds" (fruit, actually) and a 
Doctor's Bag. Remember that a Doctor's Bag is one of the most expensive items 
obtainable from the BOS Quartermaster! 


Mission Walkthrough 


You begin the mission in the southwestern corner of the map. Talk to the Village 
Elder right next to your starting point, then make your way across the nearby 
bridge that is the only way to get into the village. There is a lone Raider with a 
Mauser pistol and a fierce dog patrolling area 1 (see Figure 5.1). Set up an ambush 


the way you've learned in the game tutorial, and let the patrolling Raider walk into ul, 
it—just watch out for that dog! ‘ | 
Gaining Entry % 
The Raider standing in the trees to the north may get involved in the fight. Keep \ \, 
two soldiers safe while collecting the Mauser from the fallen Raider. When you =). 
do so, it's best to give the weapon to Stitch. Use Farsight to keep the second Raider am - 
busy while you get in close with the SMG that your character came equipped with. , 
Watch out for the Raider with a 5 | 
Colt .45 in front of the guard- a \ (WARNING) ; 
house. i bate Remember to place the , 
After healing your soldiers ae |pos “) characters wielding the 
as necessary, redistribute pa) Li. L2*.. shotgun and the smc ~ 
weapons (keep the Colt for yourself), on the same side of the door when : 


ambushing the guardhouse Raider. Set 
them up on opposite sides and they'll 
shoot both the Raider and each other. 


and set up an ambush for a Raider hid- 
den in the guardhouse. Let Farsight 


CHAPTER 5 +- THE ALPHA BUNKER MISSIONS 


snipe at him from behind the sandbags and he'll run out. Positioning yourself and 
Stitch (armed with the shotgun) right by the door lets you win this confrontation 
easily. 

Let Farsight take the guard leader's Uzi, and don’t forget about the chest inside 
the guardhouse. Use the newfound key to open the door to the next building. Set 
your soldiers to Defensive or Sentry Off as you sneak inside, then set everyone on 
Aggressive to attack the single Raider inside the building. 

If the Raider outside refuses to move, sneak up to the low wall and have your 
soldiers stand right across the wall from him. When Farsight snipes at the patrol- 
ling dog, he'll stand up just in time to get blown away by your SMG and shotgun. 
Retrieve all the loot here (remember to check the shelf) before leaving the build- 
ing. The single hut in the compound beyond contains a bookshelf with Voodoo 
P and Healing Powder. Retrieve them and set up an ambush a fair distance away 
is : from the Raider and the dogs sleeping in the small enclosure at the northern edge 
of the map. 


Rescuing the Imprisoned Villagers 


When everyone's in place, let the sniper open hostilities at long range. The dogs 
will attack. Use the freshly captured shotgun! Kill the sleeping Raider and retrieve 
another Beretta shotgun before proceeding south toward the workshop where the 
prisoners are being kept. Sneak inside (see Figure 5.2), and be wary of detection by 
the prisoners while positioning your soldiers. You want to blow away the two 
guards without killing any villagers; consider attacking with melee weapons. The 
guard to the right has a monkey wrench—don't let him score a hit. 

Don't forget to collect the items on the worktable near the workshop’s exit, 
including a Lockpick Set. Be careful 
before going outside—a guardinthe — i 
uo next compound has a hunting rifle. sit) Don't hit any of the 

The hut nearby hides abig Raider ry | 4 i bet cows wandering 
with a spear gun. Once again, set up La te. around Brahmin 


; . an ambush by the doorway, then edge the pear ii en HELO ELS 
SMG-toting squad member past the hut : a 
Be entrance. Collect the Mentats and shotgun 


shells in the hut before moving on. 


Sin ee OO ae See 


MISSION 1: BRAHMIN WOOD 


FIGURE 5.2: sneak inside the building where the prisoners are being held to 
eliminate both guards without any fuss. 


Deal with the Raider hunting rifle, then the lone guard in the guardhouse 
near the northern edge of the map. It’s surrounded by barbed wire, so crawl along 
the eastern wall of the compound, around the wire, and up against the guardhouse 
walls. Unlock the door using the key found earlier; set up two soldiers in selected 
spots by the wall and have them stand up just as your third soldier opens the door. 
All three should fire almost simultaneously—goodnight, Gracie. 

Retrieve the loot (which includes another shotgun, Stimpak, and Molotov cock- 
tails) from the crate. Unlock the door leading east and sneak across the road to the 
fenced-in lot. Use the passageway east of the lot to sneak up on the lone Raider 
guarding its southern end. 

Crawl up to and around the barbed wire barriers, timing your moves with 
those of the Raider patrolling the sidewalk to the south. You may have to take him 
out with hunting rifles, but try to avoid engaging the two Raiders in the bunker 
overlooking the barbed wire at this stage. 
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Storming Raiders’ Headquarters 


Continue south, keeping to the eastern edge of the map. Reconnoiter the ruins care- 
fully and you'll find that they're crawling with Raiders. Don't attack the sniper sitting 
atop the guard tower without first eliminating backup in the area (see Figure 5.3). 
Show yourself to the backup and run away, letting him follow you straight into two 
double shotgun blasts. 


FIGURE 5.3: taking out the sniper on the tower should be preceded by neu- 
tralizing his friends on the ground. 


To take the sniper out, send Farsight or go yourself. Take two Beretta shotguns 
set to double shot; switch weapon hands quickly if the first blast doesn't do the job. 

Collect your third hunting rifle along with the contents of the crate atop the 
guard tower before heading south through the ruins. A Raider with a pistol wan- 
ders around these ruins, while another waits with a hunting rifle hidden behind a 
wall, and a third can be found with a Beretta pistol near the southern edge of the 
map. There's also a dog at the southern end of the passage hugging the eastern edge 
of the map. Open fire at long range with hunting rifles and finish it off with a shot- 
gun when it gets close. 


MISSION 1: BRAHMIN WOOD 


A fourth Raider with an Uzi is hidden in the ruins bordering the compound 
around the Raiders’ headquarters. Rush him with shotguns or melee weapons, but 
watch out for the Raiders patrolling the open ground to the west. Head north and 
go around the back of the headquarters building. From the rear, take out the Raider 
huddled by the northwestern corner (see Figure 5.4). Switch from shotguns to 
hunting rifles to deal with his two friends, and don't forget to retrieve the Healing 
Powder from the pot in the middle of the compound. 


FIGURE 5.4: this sad fellow is scheduled to end his guard duty way ahead 
of time. 


Heal members of your party and redistribute equipment as necessary—every- 
one should have a hunting rifle, a submachine gun, and a shotgun at this point. 
Move inside the headquarters building by taking advantage of the screen by the 
door. There are five Raiders inside! Position Stitch and Farsight at one end of the 
barrier, and yourself with the SMG by the other. Pop Farsight out and back again to 
take potshots at the nearest Raider. Stitch should use the shotgun if any enemies 
get too close to Farsight; have your character join in with a hunting rifle (and the 
SMG as necessary). Make sure that a couple of enemies are down before venturing 
out from behind the screen by the entrance. 
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If Horus is still alive, close in on him from three directions. Put a shotgun on 
the other side of the boxes protecting Horus while the other two soldiers move in. 
Sooner or later he'll stand up, and then 
he's yours. Kill him and you'll be 
rewarded witha new experience Se. 
level! Retrieve Horus’ key and all fie ~\ on the way back from storming 


| CROUCH eONtOMM Of), ,|\| || the Raiders’ headquarters, 
P } remember to check in on the 


chests and crates) before exiting. 
Talk to the vill h i il Fi) 
panes aU | (8!) Approach them from behind and 


the ruins north of the starting f=) they won't be much trouble (one is 


point to collect a bag of Healing armed with a hunting rifle, the other 
»’ ‘ Powder, and to the Village Elder to with a Beretta pistol). 
receive a remote control detonator. 


two soldiers in the bunker. 


a Mission Postmortem 


You should now have enough equipment to outfit each member of a squad of six 
soldiers with a hunting rifle, shotgun and/or SMG, plus a couple of good pistols 
fe (Colt .45s). You'll also have a nice starting wad of Brotherhood money. You should 
also possess enough 9mm and 7.62mm ammo to avoid having to buy any, unless 
7 r you plan to wander around the map gaining experience before tackling the second 
‘eo mission. If you choose to explore, it's best to move along the bank of the bay north 
of the bunker. Don’t go too far, and be sure to turn back when your ammo supply 
7 dips; remember, you may also have unwelcome random encounters at the worst of 
¢ times! Use 9mm ammo whenever possible, conserving your 7.62mm rounds for later. 
A Random encounters in the neighborhood of Brahmin Wood and Freeport con- 
sist mostly of Radscorpions, dogs, brahmin, Tribals, and any combination of the 
of above (in which case they'll be fighting each other). The Tribals may have Boom Bugs 
(read: grenades) and Wasp Stings in addition to primitive hand-to-hand weaponry. 


MISSION 2: FREEPORT 


You'll face enemies with assault rifles for the first time in this mission (see Figure 5.5); 
fortunately, by that time you'll have acquired one yourself. It's possible to simply 
blow away all the Raiders in pitched battle if you know what you're doing; the 
drunk Raiders can’t shoot straight. 


Ss ae et hk wee ee 


MISSION 2: FREEPORT 


B1 = Informant 
B2 Raiders around a Fire 
BS Exit Area 


FIGURE 5.5: Freeport 


Official Mission Objective: Free the kidnapped Village Elder. While you're at 
it, grab the chance to arm your squad with AK-47 assault rifles. 


The Situation: Make it a night mission: watch the clock over the world map, 
and schedule your arrival for a late night hour, making a detour if necessary. 
Numerous goodies will be found during this mission, including an ownerless 
AK-47 assault rifle, Buffout, and your first book: a Scouting Handbook (it 
improves the Outdoorsman skill). You'll also get your hands on a cache of 
Wastelands currency: ring pulls from metal cans. 


The Opposition: Expect around 40 Raiders and a couple of dogs. Half a dozen 
(Raiders, not dogs) are armed with AK-47s; watch out for them. The rest sport 
Scorpios, hunting rifles, pistols (including a Smith & Wesson revolver plus a 
couple of Browning Hi Power pieces), and assorted melee weaponry. 


Suggested Squad and Equipment: Set out with the full six-person squad, of 
course. You'll have hired Brian, Trevor, and Jo, the only choices available after 
the first mission. Each person should have a hunting rifle, SMG, shotgun, pistol 
(you should have three Colts from Brahmin Wood plus a couple of Mausers), 
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50 rounds of 7.62mm ammo, and 50 of 9mm. Everyone should also have a 
Stimpak, while you should have at least two for yourself. Give Trevor a good 
melee weapon and the Molotovs looted in Brahmin Wood. 


Mission Walkthrough 


You begin in the northeastern corner of the map. Crouch and sneak on Defensive 
or Sentry Off settings while moving south, along the edge of the map. Stop when 
you've reached a point parallel with the bridge and deploy the squad in an ambush. 
Watch out for the lone Raider with a club and a dog that patrols the area. 


The Bridge Massacre 


You're about to discover the awesome firepower of six hunting rifles firing simulta- 
neously. Switch your squad to Aggressive when the patrolling Raider makes a good 
target, or as soon as one of your soldiers is detected and make mincemeat of the 
enemy soldiers rushing over the bridge. You may have to make an offensive move if 
the two Raiders with hunting rifles on the other side of the bridge are too cowardly 
to advance. 
Don't try to create a diversion by 

attacking the still, as suggested in the 

( | / The meat jerky you'll find on mission briefing. This tactic is almost 
® HL some of the Raiders fighting suicidal, because you'll be facing 
ig An|StRG PINGS) Massacre leegteat AK-47s while your squad still doesn’t 
 § ual rile LET pee peencEy have any. Move south until you 

/=* one’s hit points up to scratch 
4g". throughout this mission; a burst reach a tent with a sleeping Raider 

from an AK-47 is fairly lethal. stretched out by a fire; your melee 
combat specialist should whack him 
on the head to prevent alarming the 
iy guards on the other side of the nearby ravine. 

t Collect goodies from the tent (Lockpick Set) and cross the ravine. A couple of 
f guards that didn’t join in the lemming-like rush to the bridge earlier on will now 
attack you with pistols. Take them out quickly, because a big rumble will scare the 
informant off. If that happens, don't panic, as the kidnapped Village Elder is easily 
located. Otherwise, talk to the informant (see Figures 5.6 and 5.5). Whatever you 
do, don't kill him! 


SA I OP Bo? ae es 


MISSION 2: FREEPORT 


FIGURE 5.6: this smart guy has figured out how to squeeze money out of the 
BOS Quartermaster. 


After gathering all loot including booze, head east along the southern edge of 
the map. You'll soon come to a ruined house that features a romantic table for two 
and a sleeping Raider. The bookshelf behind the Raider features a Scouting 
Handbook. Kill the sleeping Raider and proceed north. You'll have to dispose of a 
spear-toting Raider and a nearby pal of his before you can enter the ruins directly 
north of the previous house. The desk there contains Buffout, ideal for enhancing 
hand-to-hand combat abilities. 


The First Real Gun 


Cross the open, partly paved ground and locate the Magic Locker (see Figure 5.7). 
Attack the two sots sleeping in the nearby house. Sneak south until you reach a 
house containing a prisoner. This is not the Village Elder but a woman called 
Ripley. Let her stew in her cell until you sort things out with the rude, inhospit- 
able Raiders. 
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FIGURE 5.7: pDon't tell me it's Christmastime again? 


One of the two alarms that can be used to wake up the drunken Raiders is 
located directly next to Ripley's cell. You may want to disable it, as well as the one 
across the road to the north. If not, move three soldiers (armed with shotguns and 
SMGs) into an ambush north of the Ripley house, and the other three (including 
yourself with the AK-47) into an ambush in the room next to her cell. Change your 
Sentry setting to Aggressive and watch. 

Gather the loot from all the idiots that came running into your ambush, but be 
careful because there are extra AK-47s out there in nervous hands. It’s safest to set 
up yet another ambush between the Ripley house and the tent that holds the 
Village Elder (see Figure 5.8 for results). 

Clear your side of Freeport's Main Street of any hostile presence. The top tent 
houses the Village Elder. Don't bother talking to him until it’s safe for him to leave. 
The lower two tents may still contain a sleeping Raider; they also have a nice crate 
waiting to be searched. You'll have several AK-47s after gathering up everything in 
and around the tents. 


MISSION 2: FREEPORT 


FIGURE 5.8: come one, come all! Given an AK-47, you'll be ready for the 
Raiders’ rude lack of hospitality. 


The area around the fire in the center of the street has various nourishing 
edibles. Be careful when crossing the street, as the middle tent contains O'Reilly, 
the Raider leader. He has an H&K submachine gun and stands guard over a very 
nice chest. 

Search every tent thoroughly and 
proceed westward. A Raider snoring 
in the northernmost house (the 
house key is on the guard with the 
Beretta shotgun) has an AK-47 and 
knows how to use it; get him through 
the window or a gap in the wall. 

As you proceed toward the still, 
keep an eye out for another crate, a 
Raider or two with clubs, and unpleasant surprises in general. The still is always 
guarded by at least two Raiders (one with an AK-47 and another with a Scorpio). 
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Get them in a pincer movement by sending a soldier or two around the back of the 
still. Watch out for the exploding drums in front of the entrance! There is a Raider 
with a Beretta pistol in the ruins to the southeast. 

After every Raider is dead, there's still a bit of shooting to do (see Figure 5.9). 
Make sure that you've gathered all the loot there is. Be aware that you should find 
ring pulls at two other locations in addition to O'Reilly's chest. 


FIGURE 5.9: Destroying the Raiders’ still (a single burst of 9mm is all that’s 
needed) nets you 200 experience points. 


All that remains is to inform the Village Elder that he is free to go, and to release 
Ripley from her cell. She promises to give you a hand if you ever make it to a town 
called Great Bend, which sounds promising. 


Mission Postmortem 


Your whole squad can be equipped with AK-47s after this mission. New recruits 
become available following your promotion to Senior Initiate: Rage, Ice, Rebecca, 
Kevin, and Mandy. You should definitely sign up Rebecca and Rage, but it may be 
best to keep the slow-witted Trevor. Ice is a good addition if you've suffered losses. 


MISSION 3: ROCK FALLS 


Kevin is deadly hand-to-hand, but both Kevin and Mandy can't hit a barn even 
when they're standing inside. 

Use the skill points gained with your new experience level primarily to improve 
your combat skills. Don't use any 7.62mm ammo if you go exploring prior to the 
third mission—you'll need all you have for six hungry AK-47s. Hang on to the hunt- 
ing rifles! 

Speak to Tiduk and Shauri back at the BOS bunker; they're Tribals who have 
been impressed by the show in Brahmin Wood and have come to enlist. Shauri has 
a Guns & Bullets magazine that isn't expensive; both she and her brother have 
some ring pulls (the Wasteland currency). 


